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FROM THE DUNGEON 
By Jim Lowder 


The Lords of Waterdeep 


Waterdeep has one of the most 
unusual governments on the continent 
of Faerun (perhaps even on the entire 
planet of Toril). The city is ruled by a 
mysterious group called “the Lords of 
Waterdeep.” 

The first Lords came into being 
hundreds of years ago, when the city 
was first becoming a major trading port. 
At that time, Waterdeep’s future was in 
question. Some of the city’s residents, 
led by a warlord named Raurlor, wanted 
Waterdeep to become a major military 
power. Others wanted to see the port 
become a place where crafts would 
flourish, not armies. 

A great wizard, Ahghairon, became 
the spokesman for those opposed to the 
warlord’s plans. Though he presented a 
convincing argument in favor of a 
peaceful future and a majority of Water- 
deep's population favored the mage’s 
plan, Raurlor determined to pursue his 
dreams of conquest. 

When no other options were left to 
him, Ahghairon killed Raurlor in a duel. 
When the conflict was over, the mage 
called all the people of the city together 
and declared himself the first Lord of 
Waterdeep. He promised that from that 
time on, the city would respect wisdom, 
not armed might. 

To this end, Ahghairon gathered a few 
others of great wisdom to rule the city in 
secret. Unlike the mage, though, the 
other Lords never revealed their identi- 
ties, wearing identical masks, helms, 
and robes in public. In addition, the 
Lords’ helms made it impossible for 
mages to control their thoughts or read 
their minds. 

At first, the populace of Waterdeep 
were suspicious of this new ruling body, 
and many wondered if they had traded 
one despot for another. But the Lords 
soon proved to be able leaders. Their 
laws were fair and their justice swift, so 
the city quickly accepted them. 

The Lords of Waterdeep soon needed 
help in dealing with everyday matters in 
the city, so they established guilds. 
These professional unions were to 
watch over the various trades being 
practiced in Waterdeep. They did things 
like set standard rates for work and 
monitor craftsmen to make sure they 
were honest and skilled. 

The guilds’ power grew, however, and 
soon the guildmasters were scheming 


to bring about the downtall of the Lords. 
By the time Ahghairon died of old age. 
the guilds had discovered the identities 
of most of the Lords and assassinated 
them. Only two Lords escaped, and the 
guildmasters took over the city. 

But the guildmasters quickly fell to 
fighting among themselves, and Water- 
deep plunged into a six-year period of 
civil strife and bloodshed. When the 
Guild Wars ended, only two guild- 
masters remained. 

One of the remaining Lords, a wood- 
worker named Baeron, revealed his 
identity to Waterdeep’s citizenry and 
promised to save the city from the 
bloody reign of the guildmasters. The 
Waterdhavians enthusiastically ac- 
cepted the return of the Lords, and 
Baeron soon gathered a new group of 
secret rulers around him. 

Baeron also formed a Lords’ Court, 
over which twenty-six magistrates pre- 
sided, These magistrates handled the 
mundane matters of city government, 
enabling the Lords to remain even more 
secretive. Because of this, most of 
Waterdeep’s populace now only see a 
Lord in court. There, two masked Lords 
and the one publicly recognized Lord 
preside over the court's proceedings. 

Sixteen Lords currently run Water- 
deep, and Piergeiron “the Paladinson” 
is the Lords’ only known member. The 
son of a famous adventurer, Piergeiron 
is also Waterdeep’s chief diplomat, 
commander of the city’s watch and 
army, and overmaster of the city's 
guilds. He is immensely popular in 
Waterdeep, and most residents think he 
is an ideal ruler and spokesman for their 
government. 

Khelben “Blackstaff Arunsun, Mirt 
the Moneylender, Larissa Neathal, and 
Texter are often spoken of as suspected 
Lords of Waterdeep and, in fact, all four 
are members of the secret government. 
Khelben and Mirt are quite involved in 
city affairs, and both men have been 
known to hire agents on the Lords’ 
behalf to deal with Waterdeep’s 
problems. 

Larissa Neathal is a courtesan who 
plays the giggling, bubble-headed 
wench for most visiting envoys and 
diplomats. Using this guise, she gathers 
information for the Lords and tries to 
sway foreign dignitaries to the Lords’ 
secret agenda 

Texter is also a commonly-suspected 
member of the body. He is a powerful 
paladin who is very active in the city’s 
defense. Texter often leads patrols of 
Waterdeep’s harbor and roads. 


The other Lords keep their identities 
hidden, though many of them are well 
known citizens. 

One of the most unusual members of 
Waterdeep's government is “Kitten.” 
Few of the Lords even know her full 
name: Nymara “Kitten” Scheiron. 
Nymara is an entertainer and thief from 
the city’s docks. Though she can dis- 
guise herself as a fine lady, she is more 
comfortable in “common” surround- 
ings and prefers shouting matches to 
calm discussions. Nymara adds a flavor 
of practicality to many of the Lords’ judg- 
ments. She is often in the company of 
Mirt and his old adventuring compan- 
ion, Durnan. 

Durnan, a former fighter, runs an inn 
called the Yawning Portal and, as a Lord, 
works for justice and equality. Durnan, 
however, is not entirely happy with the 
justice the Lords mete out. Because 
laws constrain the Lords, a guilty man 
will sometimes go free on a technicality 
or a basically good man will be pun- 
ished for a minor infraction. 

To correct these "injustices," Durnan 
works with the Red Sashes, a group of 
vigilantes who think they are fighting 
against the Lords. Durnan uses this 
company to punish the guilty and 
reward the innocent, as well as to 
further the Lords’ basic goals. 

The other Lords are even more 
elusive, but they all work together to 
improve Waterdeep. The goal that 
Ahghairon set for the city when he 
founded the Lords—that the port should 
be a place for all peaceful races to live 
together—has yet to come to pass. With 
the Lords of Waterdeep constantly 
working for justice in the city, however, 
Ahghairon’s dream comes closer to 
reality every day. 
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